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Sandra Gilbert 
Manager/Editor 


"So while | continue on 
my quest to unravel all 
the tangled noodle " 


If you are observant, it 
doesn't take long to notice 
that life is rather cyclical in 
nature. From the path of 
our planet to our own 
individual brain waves, 
cycles are a recurring 
theme. Even tasks in 
Blender can be considered 
cyclical, well okay at least it 
is when | am doing it. :P 
There is an ebb and flow to 
my projects when creating 
objects in Blender. 


Setting aside workflow and 
actual tasks, the Cycles 
render engine appears 
rather cyclic to me as well. | 


CO NEN 


animation. 


Quick 
comet 





Baby 
Elephent 


§ Ray and 
Clovis 





am not yet a master of the 
Cycles engine, but after 
spending the last few 
months working through 
several books on Cycles 
materials, | am starting to 
dream of nodes all 
interconnecting into one 
giant circle of tangled 
noodles. 


And if you have ever 
created a complex material 
in Cycles, you know exactly 
what | am talking about. 
Things are connecting 
everywhere and | think 
some are connecting back 
to themselves. Although 
that might just mean | did it 
wrong. :P | do end up with 
some unusual results. 


So while | continue on my 
quest to unravel all the 
tangled noodle messes | 
have recently created, we 
have gathered a nice 
selection of articles to 
entertain and enlighten you. 


Blend on! 





Cycles 
Materials & [ee 
Textures 
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the truth and nothing but the truth 





MY FAVORITE 


CYCLES TUTORIALS 





Ithough the Cycles 
Rendering engine has 
been around for quite a while, 

| am still working on 
becoming proficient at setting 
up materials. My progress has 
been helped considerably by 
the growing number of 
tutorials that make use of 
creating materials in Cycles. In 
fact these days, most tutorials 
at least touch on how to set 
up and create some nice 
materials. 


Some of my favorites are by 
Blender Cookie instructor, 
Kent Trammell. Once the 
modeling is done, most of 
Kent's tutorials cover material 
set up and at least basic 
lighting (another bonus for me 
since | have lighting issues 
too). 


| like how Kent thoroughly 
explains what he is doing and 
why. Even better, he explains 
it from an artist's perspective 
and doesn't get bogged down 
in the mechanics or math 
involved. Which honestly is 
going to just flow right over 
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my head and 
disappear 
once the 
video ends 
anyhow. So 
learning what 
to do without 
worrying so much about the 
technical part works for me. 


This summer, Kent has 
launched a series of tutorials 
just on materials called Shader 
forge. Each tutorial covers 
setting up a specific material 
on a custom Blender cookie 
object that has been designed 
to nicely display materials. 
I cydesRender ¢ 

AD ei 

me 





Image Editor 


Supported 


Here are a couple of my 
favorite tutorials from the last 
year: Each of these tutorial 
courses, and yes they are 
courses as each one is 
composed of several videos, 
covers a completely different 
type of material showing 
among other things, the wide 
range of possibilities available 
in Cycles. 


Creating a Wall of Mailboxes 
Shading the Pancake Hobo 
Creating A Jellyfish 


| encourage you to check out 
Kent's other tutorials as well 
as look at all the other 
tutorials available, both on 
Blender Cookie and other 
sites. Cycles can seem 
confusing at first, but the 
more you work with it, the 
easier it seems to get. 
Sometimes all you need is for 
someone to explain it a bit 
more. :)e 


IZZY SPEAKS 








Then add displacement modifier. 


Krzysztof Bozalek 
Contributing Author 


| have been looking for something for the next Tip 
for you, and check out what | have found out. 


| have mainly focused on the modelling, maybe 
because animation takes just to much time. But for 
all of you who would like to try it for yourself | have 
tip how to make a quick comet. In the beginning it 
was supposed to be a flame animation, but the 
comet just looks much better. 





You can always play with the settings to create a 
couple more effects, like fire, sparkler, etc. 


You start with the basic scene, with the cube in the 
centre, just add the subdivision surface modifier. 





In the material texture change the type of the 
texture to noise. Remember to click material tab 
before entering texture settings. 
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And there you are. Strength is going to stretch the object creating flame 
of comet. 





Now just press the play button and you have your 
first animation. To render the picture you need to add second 
texture to add colour to your render. 





As you can see, the program generates a single 
shape for each frame of the animation, no matter 
how long the animation is. It works only with noise 
texture type, but there are many options in the 
displacement modifier and texture settings you can 
play with in real time. 





| have use the colour ramp, to have clear transitions 
between colours. 





Now you can play with the displacement options and 
divisions settings. The “ Z “ is going to set the 
direction of the displacement along the z axis, Just remember to set the render divisions no smaller 
upwards. then preview divisions, before the final render 
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Exploring blenderart and blenderheads 
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BABY ELEPHANT: A COMEDY OF ERRORS 


Sandra Gilbert 
Staff Writer 


hen | announced the theme for this issue | 

was promptly struck with an idea for a 
project/article. | thought about it for a few days, 
decided it was do-able and planned it out. This was 
actually an improvement for me, the planning out 
part. 


| was going to model a baby elephant and create a 
nice material in cycles. Shouldn't be too hard, right? 
Hmmm, yeah, well | should know by now that what | 
plan and what happens are generally two entirely 
different things. :P Especially since the older | get, 
the more difficult | find it to follow any instructions 
exactly, even my own. 


BACK TO THE PLAN 


So | wanted my elephant to be cute and adorable 
and | remembered that Jonathan had made a tutorial 
showing how to model a cute little hippo. Um which | 
had started but never finished, it's on my “to do list”, 
| swear. 


Anyhow | pulled up the videos for a quick refresher 
and then promptly modeled my little elephant just 
like Jonathan modeled the hippo. 


Okay no | didn't, | kind of did what he did ina 
roundabout, not even close, have to do it my way 
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manner. :P No surprise there. The modeling part 
wasn't particularly hard or even complicated and you 
could create one yourself fairly easy, especially if you 
actually follow Jonathan's hippo tutorial, which | will 
actually finish, one of these days. 


End result | did end up with a baby elephant, that 
was kind of cute but looks like he has a serious 
attitude problem or is possibly a little demented. But 
it is definitely a baby elephant, hmm that on closer 
examination looks a little like a mutated pig. Hmmm. 





Okay I'm going with it anyhow, it is modeled and is a 
baby animal, close counts. 


Now on to creating a nice wrinkly elephant skin. | 
had just finished reading Blender 2.6 Cycles 


MAKING OF 
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9 A BABY ELEPHANT: COMEDY OF ERRORS 
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Materials and Textures Cookbook by Enrico Valenza the way. 
(see the book review in this issue!) and was pretty 
confident that | could combine two of the recipes in 
the book to create a nice elephant skin material. | 
wanted to combine the snake-like scaly material with 
the alien material. | decided that would get me close 
and then a bit of tweaking would take it the rest of 


Before | started | gathered a bunch of reference 
photos and then opened the book to the first recipe 
and got started. 


Soooo, oddly enough that actually worked. | know, | 
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am as surprised as you are. Problem comes from that 





stupid plan | made at the beginning. The plan was to 
model the elephant, create a cool material and then 
explain it in the article. 


Two out three ain't bad, right? 


Because | have absolutely no idea how to explain 
what | did to create that material. In fact | am pretty 
sure | couldn't recreate it again without looking at 
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the first one | created, and even then | am not 
absolutely positive | still would get the same result. 
How is that for a total show stopper. 


But not all is lost, | may not be able to explain it, but | 
do have nice blend file that you can examine and see 
for yourself. 


I'm not sure you learned much, but | did end up 
learning a thing or two. | now know how to organize 
my nodes in frames. | can obviously create fairly 
complicated materials that | can't explain, and | have 
improved my retopology skills. 


Yeah | actually retopologized him after the sculpting 
phase. Maybe | can actually explain things better 
next time. Hmm maybe not, but it was a fun project 
and | hope you have as much fun and learning in 
your own projects, even if you can't explain it either 
je 


MAKING OF 
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Exploring blender-art and blenderheads 





David Andrade 
Contributing Author 


| ello! Greetings from Theory Animation, an 
online animation studio that brings together 
talent from across the world to create and develop 
entertainment content. By maintaining an entirely 
digital presence, we can enable artists and 
developers with the tools and resources they need 
to share ideas and collaborate on projects from 
anywhere on the planet. Today, we have developed 
our own web series, Ray & Clovis, distribute the 
work of other artists, are creating a merchandise 
line...and we're just getting started. 


Theory was founded 
by David Andrade, 
Juerg Grider, and 
Mark Olson, three 
intelligent gentlemen 
who believed 
independent artists 
could make an 
impact in the 
entertainment 
industry without 
having to change 
their location and 
lifestyle. 


Reaching out to their 
like-minded 


BLENDERART - ISSUE 45 | AUG 








connections, our 

founders assembled 
a volunteer team to 
test the online studio AYN LOr VAAL 


notion. ey 


Fipeop yr Son! 





Three-and-a-half 
years later, our first 
collaborative short 
was born! "Nuts for 
Pizza!" is a tale of a 
pizza-obsessed 
squirrel trying to 
steal a slice from an 
unwitting delivery 
boy. 


Our latest production 
is "Ray & Clovis". The 
series, which is 
created entirely in 
Blender, revolves 
around Ray, a guitar- 
playing, sophisticated 
iguana, and Clovis, a 
cat with high energy 
and low maturity. 


Full of hilarity, wit, 
and sharp animation, 
Ray & Clovis (and the 
monstrous George) 
are becoming popular 
across the interwebs. 
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digital tool sets for those 





Theory also functions as a distribution channel. We 
feature the entertaining works of artists such as 
Kenny Roy and Arconyx Animation's 
"MovieHoppers" series, as well as Estudio 
Pintamonos' "lollypopman" shorts. 


WF Yelaatela 


at work 





Theory's own CDM) shares his 
talents with the world through 
us. His speed-painting series 
has garnered him many fans, 
both for his artistic skill and for 
his ability to use Blender as his 
preferred painting medium. 


Our distribution also includes 
the non-moving-pictures 
variety. Theory has partnered 
with author-artist David Martin 
to be the exclusive home to his darkly intriguing web 
comic "Thank God It's Doomsday". 


But what if you're a talented artist that wants to 
strike off on your own? We at Theory also offer 
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wishing to embark on 
their own creative 
endeavors. 


Our latest achievement 
was the completion of 
our Ray & Clovis short, 
"Ray & Clovis: Reading is 
Magic". This eight- 
minute-long cartoon was 
collaborated upon by 
over twenty artists 
working remotely around 
the world. We rarely met 
each other in person, 
communicated only via 
web tools, and are an all- 
volunteer team, but this 
didn't stop us from 
combining our talents to 
create quality 
entertainment. 


Reading 
iS MAGIC 


Watch it at animation.com 





In addition, we're 
currently branching off 
into the area of 
merchandising (both 
digital and physical) to tie 
in with our popular Ray & 
Clovis series. 





Corresponds with picture: 14 


As a Studio of artists that are keenly aware of the 
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we have without the amazing technology of Blender. 
Thank you for existing, Blender. We <3 you!! 


benefits of collaboration, 
we wish to share our 
knowledge and 
encourage others to 
follow their own creative 
paths as well. 


Visit us today at theoryanimation.com e 


For example, David 
Andrade has created a 
series of Blender 
tutorials, which have 
become useful tools for 
those working with, or 
being introduced to, the amazing program. 





OCxrimom Aoki Gackd 
Behind the Scenes! 








In short, we are a group of artists that believe that 
there's a better way to create and share creative 
content beyond the traditional route of today's 
studios. We strive to show what a group of people 
can do when they work together. But most of all, 
we've made it our mission to share a smile and 
encourage people worldwide to laugh a little. 


And, most assuredly, we could not have done all that 
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BLENDER 2.6 CYCLES: MATERIALS AND TEXTURES COOKBOOK 


Sandra Gilbert 


Staff Writer 


When | choose books, especially software books, 
there are a couple of things that influence my 
decision on whether or not to buy and read said 
book. Topic matter of course is a big factor, but 
knowing who the author is can be every bit as 
important, especially if | know his/her work. 


That being said, | was excited to discover Blender 2.6 
Cycles: Materials and Textures Cookbook. | am well 
aware of Enrico's work and experience with Blender 
and had rather high expectations of awesomeness. 
So, let's take a look at the Who and then the What 
and after that we will discuss the level of 
awesomeness. 


THE WHO 


Blender 2.6 Cycles: Materials and Textures 
Cookbook is written by Enrico Valenza, aka "EnV", a 
long time Blender user. Enrico has a rather 
impressive list of Blender accomplishments. He won 
the Suzanne Awards for "Best animation, original 
idea, and story" with his amazing animation New 
Penguoen 2.38., in 2005. During the last two weeks 
of production in Amsterdam, he joined and helped 
the Orange Team finalize the shots of Elephants 
Dream. He worked as a Lead Artist on the Peach 
Project Team for the production of Big Buck Bunny. 
As a Blender Certified Trainer, he collaborates as a 
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CG artist with Italian 
production studios 
that have decided to 
switch their pipeline to 
open source. He uses 
Blender almost ona 
daily basis for his 
illustration jobs, rarely 
to have the illustration 
rendered straight by 
the 3D package, more 
often as a starting 
point for painting over 
with other open 
source applications 
such as Gimp or, more recently, MyPaint. He has 
presented several presentations and workshops 
about Blender and its use in productions. 


Blender 2.6 Cycles: Materials 
Vale Ma U-> (Ul g-\-MOxele) delete) ¢ 





THE WHAT 


Using practical, easy to follow examples, this book 
aims to show you how to create a vast array of 
realistic and stunning materials and texture effects 
using the Cycles rendering engine. 


WHAT YOU WILL LEARN FROM THIS BOOK 


1. Create a basic Cycles material mixing the closure 
components 


2. Connect nodes of different kinds to build more 
advanced materials 


3. Add node-based textures to the shaders 


BLENDING 
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CYCLES: MATERIALS AND TEXTURES COOKBOOK 


Blender 2.6 Cycles: Materials 
and Textures Cookbook 





4. Create simple and complex materials such as glass, Blender 2.6 Cycles: Materials and Textures 


stone, fire and ice 


5. Switch shader components without affecting a 
possibly complex network of links 


6. Parent and rename the nodes to better organize 
the “Node Editor” window 


7. Build material interfaces for general use in 
complex materials by grouping the shaders inside 
groups 


8. Set-up light-sources and the “World” Global 
Illumination 


LEVEL OF AWESOMENESS 


There are several factors to consider when 
calculating Level of Awesomeness for a book. You 
need to look at: 


Cookbook does follow the Cookbook layout, with 
the material recipes organized in logical groups. 
Beginning recipes are used as a basis for 
understanding more complex recipes. 


Next up is Content. If you look at the table of 
contents, you will see that Enrico covers a wide 
variety of materials, both man made and 
natural/organic. The variety of materials he shows 
let's you get a good idea of how materials work in 
Cycles, but provide for a nice jumping off point for 
future experimentation. 


Readability. Now this part is very important to me. | 
don't actually work through many tutorials due to 
the fact that my brain rather strongly objects to 
following directions or being told what to do. That 
being said, | overcame my natural tendency to not 
follow directions and actually did work through the 


entire book. While nodes in general can be rather 
confusing, Enrico did a very good job at showing 
how to set up and organize each material and | found 
his explanations to be very helpful. 


1. Layout and Organization 
2. Content 


3. Readability (is it easy to understand and follow 
along) IN SUMMARY: 

Overall | found Blender 2.6 Cycles: Materials and 
Textures Cookbook to be a very informative and 
useful addition to my Blender library. Since reading 
the book | have already gone back several times to 


check a recipe for use in a project. 


Let's start with Layout and Organization. For anyone 
that has read or seen Packt Publishing's “Cookbook 
series”, you will know and expect the book to follow 
a certain layout. There is a short introduction section 
for each chapter followed by a series of Recipes 
(short tutorials) that are then followed by an 
explanation section that should clearly define the 
Recipe. 


| give Blender 2.6 Cycles: Materials and Textures 
Cookbook 4.5 stars of Awesomeness. 


Note: Although Blender is currently at version 2.71, 
Blender 2.6 Cycles: Materials and Textures 
Cookbook is still a valuable asset for learning and 
understanding Cycles materials. 


| happen to like this particular layout. It organizes the 
information in nice easy to digest chunks with clearly 
outlined steps to follow. Being a book covering 
materials, color images in the printed book would 
have been helpful, but as usual, you can download 
the color images from Packt Publishing. The pdf is in 
color. 
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CYCLES: MATERIALS AND TEXTURES COOKBOOK 


Blender 2.6 Cycles: Materials 
and Textures Cookbook 





BOOK DETAILS 
Language : English 
Paperback : 280 pages [235mm x 191mm ] 
Release Date : June 2013 
ISBN : 1782161309 
ISBN 13 : 9781782161301 
Author(s) : Enrico Valenza 


Topics and Technologies : All Books, Blender, Other, 
Cookbooks, Open Source, Web Graphics & Video 
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Materials 
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The Watch -by Mehdi Abdollahi 








